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Research	  background	  
The research is a strategic and discursive engagement with the ontological 
conditions required to sustain a ‘future of the future’ - a process named as ‘Re-
futuring’ by Tony Fry’s Heidegger-influenced theory of Design Futuring. The 
context is crowd-sourced, publically choreographed and mediatised processes 
that are constructed to reveal other and emergent ways of sustainable 
existence, and that draw upon the often-untapped potential of poetic, spatially 
configured actions.  
The intention of Long Time, No See? is to create ‘clearing spaces’ that may 
allow participants to best orientate their thinking around pathways capable of 
sustaining futures, in ways that are both experientially conceived and lived. 
Long Time, No See? therefore seeks to design new forms of interactive 
engagement by combining media, embodied action and time-based practices 
in ways that foster an enhanced sense of ‘Care’ for self, other and future. Such 
perspectives may arise either during the walking experience, or more feasibly 
afterwards - both in dialogue with the work’s online components designed to 
expose relational connectivity and through the work’s capacity to stimulate 
subsequent conversational exchange. In the early stages of the project these 
exchanges may be accelerated via ‘workshop’ and ’walk-shop’ processes or 
alternatively fostered using online social media tools and software. This praxis 
is therefore best understood as a small contribution towards creating the 
requisite cultural conditions that might in turn promote new conceptions of 
sustainable self, conceived in relationship to both community and environment. 
 The specific questions for this work are,  
• How might we better tap the potential of mobile devices and new 
software/hardware formats to inspire poetic actions and responses that 
best allow them to reveal other and emergent modes of sustainable 
existence? 
• How might the processes and practices of this work help audiences think 
through the changed social practices that futuring processes imply? 
• Can artworks such as these effectively introduce and interrogate the 
ontological conditions required to sustain a ‘future of the future’, for 
members of the general public who may be working either through 
supported workshops or entirely in DIY mode. 
• How might we best develop ‘work shop’ and ‘walk shop’ processes to 
animate these potential capacities of the work? 
• How can we best encourage participants ‘towards to self organise in their 
use of the work, and in the process become ‘community catalyst’ that 
might propel broader scale participation in the work. 
The methodology was primarily practice-led and rooted in grounded theory. 
Use of questionnaires, interviews and conversational exchanges before and 
during showings provided further data for analysis - aiding the evolution and 
development of the work and its structures for its ongoing series of national 
and international showings. 
Research	  contribution	  
Innovation arose in the creation of a unique combination of mobile audiovisual 
experiences that cross-fertilised ideas from Design Futuring, Situationist-
inspired and performative practices, Media Arts and Sonic Design, with each 
disciplinary focus co-contributing to the shared problem (of ecology). This was 
achieved by an extensive interactive design methodology designed to best 
engage viewers with commonality and difference of ideas that work uncovered, 
evolving a hybrid form of artwork that could wholly evolve and develop 
according to the wishes and ideas of its global audience.  
	  
Research	  significance	  
The project was originally funded by a competitively won grant (3% success 
rate) - Australia Council For the Arts Special NBN Initiative, $64,000 and 
supported by in kind funding from QUT’s The Cube large scale visualisation 
centre of approximately $75,000. The work was premiered at ISEA 
2013 (Resistance is Futile) at ICE (Information and Cultural Exchange), 
Parramatta, Sydney, curated by Jonathan Parsons and was presented in talks 
at the Museum of Contemporary Art, Sydney for VIVID Ideas Festival. It was 
later presented as a ‘workshop and walkshop’ at Victoria University’s Centre of 
Cultural Diversity and Wellbeing, Social Technologies Lab, Melbourne, and via 
an invited keynote address and work/walk shop for 'Mesh Cities', Aotearoa 
Digital Arts Network, Dunedin, New Zealand. Other outcomes included the 
Balance-Unbalance Conference 2013 and a walkshop event at Noosa 
Biosphere/Central Queensland University in 2014. 
 
 
 
 
